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About thlsbook 

This book contains a program listing for 
an adventure game called "Island of 
Secrets" which you can type in and play 
on your computer. It also contains lots of 
exciting colour pictures which tell you 
the story of the game and show what 
some of the places and characters in it 
look like. These contain vital clues- look 
at them carefully or you won't be able to 
play the game. 

The program listing starts on page 20. 
It is written to work on a Commodore 64, 
VIC 20 (with 16K expansion), Apple, 
BBC, Electron and Spectrum, though, 
because these computers do not all use 
exactly the same version of BASIC, there 
are changes to make depending on which 
one you are using. You will find out about 
these in the notes at the beginning of the 
listing. 

Island of Secrets is an extremely long 
program to type in and even experienced 
programmers will find it difficult not to 
make mistakes. You will find some tips 
and hints on typing in programs on page 
20. 

If you don't know what an adventure 
game is or how to play one, you can find 
out more about them on the right. You 
can also find specific instructions for 
playing Island of Secrets on page 18. 

How touse this book 

T Turn first to page 20 and read the 
' tips and hints on typing in 

programs. 



A' Check through 
the listing, noting 

how many 
conversions there 

are for your 

computt'r. 

3 Type in the program slowly and 
carefully; if necessary stopping 
and saving a section part way 
through. 
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About adventure programs 
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You have probably heard about 
adventure games even if you've never 
played one. They were invented in the 
U.S.A. in 1976 and first played on 
mainframes with huge memories. 

The player wanders round an 
imaginary world by typing in commands 
such as GO SOUTH or TAKE SWORD 
and the computer describes the 
surroundings and events as the game 
unfolds. Some more recent adventure 
games draw pictures of the characters 
and locations on the screen too. 

The object of an adventure game is 
usually to collect treasure and escape 
from a series of dangerous situations. 
They are difficult to play and can take 
weeks, or even months, to solve. 




ANoiv turn to page 18 
and read the 
instructions on how 
to play tht yamf 
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'Type RUN and 
RETURN and check 

that your screen 
display looks like the 

one in the first 
picture on page 18. 
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What about Island of Secrets? 



Island of Secrets is a text adventure. It 
doesn't show any pictures on the screen, 
but it does have pictures in the book 
instead. Unlike most adventure games, 
the computer will not tell you all you need 
to know about the world you are 
travelling through. There are no 
directions, for instance. You will need to 
look at the map and work out for yourself 





whether you can go north, south, east or 
west. You will need to look at the 
pictures, too, to see if there are any 
objects that might be valuable or useful 
in your Quest, as the computer probably 
won't mention them. 

This game is also different from a 



traditional adventure because you play a 
role. You are Alphan and you must try to 
decide what he would do in a particular 
situation (based on the clues in the book) 
rather than what you personally would 
do. Other roles are played by the 
computer and characters sometimes 
move around or do surprising things 
which you cannot control. You are given 
a certain amount of strength and wisdom 
at the beginning of the game and these 
vary according to what happens to you in 
your role rf Alphan. 




To find out who Alphan is and what he has 
^ ^ to do with the Island of Secrets you must 
read the Story on pages 4 and 5, His task is 
to find the objects of power, though he 
doesn't know what they are, and take 
them to the Island of Secrets. He must 
then work out what to do with them to 
, restore light, warmth and life to the world. 



If you do something wrong you may find 
you have lost the game. The computer will 
tell you you have failed and give you a 
score based on what you have done up to 
that point. You will then have to start 
again and try something different. Perhaps 
you said the wrong thing or didn't pick up 
something you needed. 
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You are now ready lo i 
start. Try wandering 
round llie locations 
before you tackle the ' 
game seriously. 



N 



"T Have a good look at 1 
colour section of th 



:the 
fthe 

book to familiarize 
yourself with the world 
of Island of Secrets and 
its inhabitants. 
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► Keep the book 
alongsidt? you as you 
play. You will need to 
refer constantly to the 
map to find your way 
around. 



Q You t:an save a game part way 
through if you want and load it 
again another time, or you can 
give up and get your score by 
typing QUIT. The book tells 
you how to do these things on^ 
pages 18-19. 



The story of Islandof Secrets 

/In the dim and distant past . 



. . . the sky was blue and the grass was 
green. The Ancients had built The 
Pyramid and established communication 
with the Sky People. It was even agreed 
that one or two specially selected 
Earthlings should visit Sky Land. 
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6 Then they gave him 
the Cloak of Entropy 
which they said was 
essential for releasing 
the power of the 
objects and, because 

he task was too long 
for one person's life- 

ime, they also gave 
him the secret for 
prolonging his life. 
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2 The first {and last, as it k* »* J.ft 

turned out) Earthling Sky 

visitor jJi'asOmegan. youngest 

sonof the most influential of the 

Ancients. He was fascinated 

by what he saw - the Sky 

People knew a lot of things 




5 It became obvious to the Sky People 
that a great war was inevitable, they sent 
Omegan back to Earth with a mission. 
The war would darken the Earth, they 
said, but when it was over Omegan must 
collect the secret objects and release the 
power that had been locked into them, 
thus restoring the Earth to normal. 
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3 Shortly after Omegan 
arrived, conflicts began 
between the Sky People 
and the Outer Ones. Sky 
messengers came down 
to The Pyramid and 
gave each of the 
Ancients an object, 
telling them to hide it 
carefully. 
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The Ancients wondered 
why the Sky People should 
bother to give them such 
ordinary looking objects. 
But, who were they to ask 
questions? They set off to 
find hiding places, little 
knowing they would never 
meet again. 




8 Omegan set out on his task, but it soon 

became apparent that it was of immense 

and incredible difficulty. He didn't know 

hat he was looking for or where to look 

or even how many 

things he had to find. 
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7 The war was more catastrophic than 
even the Sky People had anticipated. A huge 
dark cloud enveloped the Earth blocking 
out light and heat, the ground ripped apart 
forming the Crimson Canyon, and the 
lakes were poisoned. 








9 He began to realize that the Cloak had 
enornnous power. With its help, he built a 
castle for himself and assembled the 
secret equipment for extending his life. So 
what if the Earth stayed dark, he thought. 
No-one would find all the objects, and as 
for the Cloak — that was his now . . . 



/That was all a long time ago . . . / 



^ ^ 




10 . . . but the land is still in darkness and 
Omegan still lives on his Island of Secrets. 
No-one found the objects or discovered the 
secret of Omegan's long life, though there— 
are rumours of some who have tried. 



11 Tales are told, for instance, 
of a wanderer named Median 
who entered the Castle of 
Secrets. He even drew a plan, 
they say. which he put in a 
bottle and threw into the Lake, 




12 No-one tlroughtAlph^n. 
would take on the tssk.- 
Intelligent and wise he 
certainly is. but surely 
too slight and gentle to 
wrestle with the will of 
Omegan, True he has 
that map left to him by 
his explorer grandfather. 




Grandpa 





UBi^^rt^- 



a 



Characters Youwlllmeet 
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Swampman/ 



{€ lives in the stumps of the 
great blueivood trees, which 
his ancestors planted. He is a 
sworn enemy of the Logmen 
but cannot leave the swamp to 
get revenge or to get the liquor 
which he believes would 
restore the trees to their 
fcaflSgrflkHyf" I 
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/The Boatman/ 

Even the intrepid 
canyon beast won't 
go near him, so 
beware. It would be 
wise to approach 
him at some stage 
in your quest 
though. 
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/The Logmen/ 



These unfriendly characters are always on 

the look-out for something to entertain 

^- — . them. They are addicted to a lethally 

'/> ^. >^ strong liquor which they brew 

V . 4 themselves. Their logging. 




/Sage of the Lilies/ 



The Sage has meditated for so long that she has forgotten how 
to move anything other than her head. She has been vaguely 
ivorried for the last 500 years by a slight, but persistent 
irritation on her back. The lilies she guards are said to revive 
old memories. 




purified Village 

Lava engulfed this village so quickly 
that everything was preserved in 
stone. It gives you some idea of what 
life was like long ago. 
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Logmeii''s Cabin 

Don't hang around too long in here. 
Stolen goods often end up on the 
table. 
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Snelm's Lair 

It is said that one of the Ancients left a 
clue with Snelm. Look for a piece of 
old "paper". 




Omegan's Sanctum 

The end of your journey, 
whatever its outcome. You 
can't escape. 

Watch your step here too. 
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How toplaylslandof Secrets 
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[BLAND ff= BCGBETE 


Tim 


RemiNJwB 


iHXW 


VDUR StfiEHGTH - ttKi 


VCHJR 


Miacnt « 


3S 


VDU PBfe ON A LEflF-r 


PflTM. 






UET TOUR OUeST BttttM 
WHnr WILL vtfU BO* 







If your screen 
doesn't look like 

this, you've 
probably made a 
typing error, so 
check again. 



1^ 

^J When you have typed in the listing and 
,jr checked it carehilly, type RUN and 

RETURN. The word "initializing" will 
^' appear at the top of the screen, which 
means the computer is reading the data, 
' After a few seconds, your screen should 
look like this. 



Tine REMfllMINBi*!!, 



You can use 

N,S,EorW 

instead of 

GO 

NORTH, 

etc. 



I yiJUft BTHENGTH - *7 vom I*I9E»M ' 3" 



lUHfll WILL VQU DDTiET UlflTETl 



You are now ready to start and the 
computer waits for you to type in what you 
want to do. It only recognizes certain 
words and so won't understand everything 
you say. In most cases it needs two-word 
commands, such as GET WATER. 



ftiil.lMO OF eECflEIH 



f LtnJlNU Ll*i StCPeiB Tim. JiEPlAlNINSi^^'D 
1 EfKSBigiM • TT VULft WISDOM - TS 



■ uHfil Hlu. YI3U DO? 



I yOLA BTREMHm - 63 yDLA WISCOM ' 






You will notice as you begin to move 
around that the "time remaining", shown 
top right of your screen, constantly 
decreases. The game is over when the time 
is up, no matter what else has happened. 



[You lose the game if J 

your strength or 
.wisdom reach zero, j 



Use EAT or 

DRINK to 

increase strength. 



You will also see that your strength and 
wisdom scores vary as the game 
progresses. You can increase your 
strength by eating or drinking, providing 
you have stocks of food and drink. You can 
only increase your wisdom by doing the 
right things in the game. 
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If you are about to ' 
try something 
risky, save the 
game first. 



You can stop at any point in the game and 
save your progress so far. Do this by typing 
XSAVE, as shown above. (Make sure you 
have your cassette recorder linked up and 
a tape ready first though. You will need to 
know how to make your computer save on 
tape too.) 



When you want to continue the game, load 
in the game program as usual, then type 
XLOAD as your first instruction as shown 
above. You can then continue the game 
from where you left off. 



T 
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De-bugglng 




]9LI>4e} Of StDtlE 




TIFIE 


H&MfllM[NBtB»0 


VQUR STREHgtH - 


as 


V«JR 


MIBDQtl - y? 


VCHJ HFi« ]*• IW 


niDrr of 


IHE LtLIEB. 



Sometimes you will be asked a second 
question, as in the situation above. You 
should then answer with one word. There 
are also special one word commands for 
save, load and quit, as you will see below. 
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Food and drink items^ 

are just added to your 

food or drink score, 

they are not listed as ] 

melon, wine, etc. 



Now type INFO and your screen will 
change as shown above. You can do this at 
any point in the game to find out what you 
are carrying. You start the game with two 
units each of food and drink and can add to 
this by picking up any food and drink you 
spot on the way. 



.(iNC iJF Tit4:RfcI5 imt KErtflJMtWBj ^A 



l#4A1 WILL VCIU ud-'ciuir 



If you feel you are stuck in the middle of the 
game and want to give up, you can type 
QUIT at any time and the computer will 
give you your score. (Though you^won't get 
any time bonus.) 
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However carefully you think you have 
checked a listing after you have typed it in, 
it is still likely that it will contain mistakes 
You may not even notice them until you 
have played the game for a while. Here is a 
checklist of common problems to look out 
for. A good way of checking is to ask 
someone to read the listing out loud, 
including all the punctuation, while you 
\qc^ at the listing on the screen. 



1) Have you typed in all the 
conversions for your computer? 
Check RND and clear screen 
particular. 

2) Brackets are very easy to 
miss. Check there are an equal 
number of opening and closing 
brackets in every line. 

3) Quotes are also easy to miss. 
Make sure there is an even 
number of them in every line. 



4) Check that you haven't 
missed any puctuation or 
confused, with; for example. 

5) Have you run two lines 
together or accidentally split one 
line iHtotwo? 




^ 





6) Watcn out tor two sininanine^^^ 
close together in a listing, as 
your eye can sometimes jump 
from one to the other part way througl 
7) Make sure you haven't 
confused capital O with zero, 
figure 1 with capital I or figure 6 
with capital G. 

8) Some lines in this listing are in 

code. You will need to check 

these letter by letter to make sure 

they are correct. ji 

9) The data lines have a group of 
1$ and Os at the end. Make sure 
there are four (correct) numbers 
in each group. 

10) CKecirffiat all the GO! 

line numbers are correct and 

that you haven't missed out a 

RETURN line. 







Programlistlng 

Here is the Island of Secrets program 
listing. The symbols down the left hand 
side indicate lines that need to be altered, 
added or deleted for different computers. 
There is a different symbol for each 
computer, as shown below, so make a note 
of the one for yours. Turn to pages 30-31 to 
hnd the new lines to type in. 
Commodore 64 A 
VIC 20 A 
Apple • 
TRS-80 ■ 
BBC * 
Electron # 
Spectrum D 

It is a good idea to check through the 
listing before you start typing to see how 
many changes there are for your 
computer. 



T 



Hints on typing in tlie program 

You will need to go slowly and carefully to 
type this long listing in correctly, 
fiere are some hints: 

1. Make sure you are sitting in a 
comfortable position. 

2. Use a ruler or piece of blank paper to 
mark the line you are on, or see if you can 
persuade someone to read the listing out 
to you. (Explain that they must distinguish 
between TO and 2 and FOR and 4, and 
that they must read all the punctuation,) 

3. Check each line before you press 
RETURN and make sure you don't miss a 
line altogether. 

4. Stop at the bottom of each page, or 
more often if you like, and walk around the 
room for a few minutes. 

5. As soon as you begin to feel irritable or 
panicky, STOP. You can always save what 
you have done and continue later. 
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lOREM ISLftND DF SECRETS 

20aaStJB2B20 

30LET D=R:IF R=20 THEN LET D=FNR(80) 

A0GDSUEi50:G0SUB2770 -.PRINT" ISLftND OF SECRETS', 'TIHE REHAlNlNSi'jL 
OPRINT 6J|TflB(0) "STRENGTH = ";INTtVlfTflB(23l;"«ISD0H = "jKiPRINTBI 

'iOPRINT"VOU ARE "jlt(VflL(LEFTt[Ali,l)))i' "[;GS3UB720:LET ti=0 

70F0R 1=1 TS H 

80LET M-MM n 

901F L(I)=R m Find THEN LET C=l 

lOOIF N>0 AND C=l THEN LET flt--ftl+"," 

liOIF C=l THEN LET flt=A«+" "+VI:LET N=H+! 

120NEn 1 

130IF m THEN LET ft$="»you S£E"+A$;G0SUfl720 

140PRINT;PRINT 6*}F* 

15i)PRINT;PRINT'MHftT NILL VOU DO"; 
ni60INPttT Et 

170LET Ct="";LET l(t="'!LET ft=OiLET 0=52!LET LI=LENIEtl 
DISOFDR 1=1 TO LI 

□ 190IF HIDI(£t,I,l)=" "AND Ct="'TH£N LET C*=:LEFT*(Et,I-n 
a200IF I110t(e«,l+l,n<>" "ANC Ct)"" then let X*=RieHT*(£t^IhLET I=LI 

imm I 

220IF )(*=•" THEN LET C*=E* 
230If LENIC*)(3 THEN LET C*=C*+'???' 
240FQR 1=1 TO V 
D250IF L£FTI(Ct,3)=NID*(VI,3#a-llH,3l THEN LET A=I 
2f>0NEtT I 
27OGDSUB7i0 

280LET B$='"!lF A=0 THEN LET fl=V+l 
290IF K*="???" THEN LET Ft="MOST ACTIOMS NEED T«0 HQRDS' 
300IF ft>V OR 0=52 THEN LET Ft=tlt+CI+" "+XI 
310IF A)V AND 0=52 THEN LET Ft="WHflT!" 



Remember, it is 

easier to check 

' each line carefully 

before you press 

return than to 

check through the 

whole listing for 

mistakes at the 

end. 
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320LET L=L-1:LET V=FHS(Z) 
■AA330LET BI=STRt(OKSTRt(L(0))+ST«(F(Q))+STR*(R) 
n340DN I«T(fl/10) + l 60SUB 590,600,610,620,630,630,640 

350IF R=61 THEN LET K=K-FNR(2I+1 

360IF fi=14 AND FNR(3)=1 THEN LET y=V-l:LET FI="VOU ftfiE BITTEN' 

370IF F(36)<1 AND -R<>F(221THEN LET Fi36)=F(36)+l!LET L(341=R:LET V=V-l 

380IF R(>L(16) AND L(16)>0 THEN LET Ln4)=l+FNR(4> 

390IF R<}L(39> THEN LET L(39}=10»(FNfi(5}-l)+7+FNR(3l 

400IF R=L(39) ftND ROH43) AND F(131>-1 THEN LET y=¥-2!LET M~2 

410IF R<7a THEN LET L(32)=76+FNR[2) 

420IF R=33 OR R=57 DR R=73 ftND FI*RI2)=1 THEN LET L(25)=R 

430IF R=L(32)ftND F((RE21=1 ftND F(32)=0 THEN G0SliB1310 
AA440IF R=19 flHQ Y<70 fiND F(43!=0 ftND FMR(4) = 1 THEN LET FI='PUSHED INTO THE PIT":LET F(tt) = l 

450IF R<>L(41) THEN LET Li4n=21+(FNR(3)tlO)+FHfil2) 

460IF R=L(41)THE« LET F(41)=F(41)-l!lF F(41K-4 THEN 60SUB1230 

470IF Ft43)=0 THEN LET LE431=R 

4B0IF LI43Kia ftND R09 AND ROlO AND F(N-ZK1 THEN G0SUB1330 

490IF R=1S THEN LET Y=V-1 
AA500IF Y<50 THEN LET 0=FNR(9l!6DSUB1530!lF L(DI=R THEM LET FI="VOU DROP SOMETHING" 

510IF L<900 AND R=23 AND F(36)>0 ftND FttR(3)=3 THEN 60SUB1360 

520IF R=47 AND F(8)>0 THEN LET Ft=FI+" VDU CAN GO NO FORTHER" 

530IF F!fl)+F(lll+f(13)--3 THEN LET F(W)=l;GOS0B2aO0 

540IF F(WI=0 AND DO AND y>l AND Vi THEN 80T030 

550iF L<1 OR V<1 THEN LET FI=''VQU HAVE FAILED, THE E^IL ONE SULCEEDS" 

5iOPRINT:PRINT FtiPRINT'VOUR FINAL SCDRE=";INT()l+y+(ABB(L/7*iL(640)))) 

570PRINT:PRINT:PRINT'GA«£ OVER" 
D5B0END 

O5900N A GOSUB Si0,S10,ei0,B10,810, 1080, 1080, 1390, ISSOiRETURH 
DiOOQN A-9 GOSUB 1540,1630,1670, 1710, 1730, 1090, 1760, 1760, 1760, 17iO:RETURN 

nam fi-i9 gosub i820,ia20,iB20,i820, 1910,2100,2210,2270,2270, 10a0;fi£rURN 

D6200tJ A-29 GOSUB 2500, 2500, 2300, 2300, 2330, 2350, 2400, 2400, 2470, 2540!R£TUftN 
DiSOQN A-39 GOSUB 2600,2600,2720,640 
640RETURS 
■AA650LET D=D*10+LR { Take very special 

■AA660RESTORE D 
■AA670READ ft$ 

n6eOLET Dt=R!GHTtEAt,4):LET A*=L£FTJ(A*,LENifl»l-4) 
n690IF R=39 THEN LET D$=l1IDt("10ni0100',FNR(5),4) 
700IF R=20 THEN LET D*="1110" 
7 10S2SUB2780! RETURN 
n720FQR 1=2 TO LENIADsLET E*=MIDt(At,I,l) 
n730PRI«TEt;:IF El=' "AND FNPiiDI THEN PRINT 

7mm I 

750PRINT". ";!LET AI="!RETURN 
760iF LEN(Xt)<3 THEN LET l(t=K*t"???' 
77OF0fi 1=1 TO If 
D780IF LEFTt{l(t,3)=HIDtlZt,3f([-ll+l,3) THEN LET D=3 
790«£U hlF 0=0 THEN LET 0=52 
800RETURN 

aiOLET D=0:L£T C=0!lF 0=52 THEN LET D=A 
B20IF Q>C4 AND Q<H THEN LET D=0-C4 
B30IF BI='500012"QR Bl="500053" Ofi Bt='500045'THEN LET D=4 
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840IF B*='500O70"Ofi BI="5OM37"0fi flt="5H)011"0f! Bt="5100ll"TH£N LET D=l 

eSOlF BI="510043"0R B*="490066"QR B*="49005r'THEN LET D=l 

aiOIF Bt='5100i0'0ft Bt="430056' THEN LET D=2 

B?01F BI='510044"0R B*="510052" THEN LET D=3 

BBOIF B«='49005rflND F(29)=0 THEN BOSliBZl 10; RETURN 

890IF R=L(391fiND (K+V<1B0 OR R=101THEN LET Ft=«$+"LEflVE!"!RETtiRN 

900IF R=Lt3Z)ANi) F(32}<1 AND D=3 THEN LET Ft="HE NILl NOT LET YQU PftST'ifiETtJftN 

910IF R=47 AND F(44)=£i THEN LET FI="THE RQCKS MOVE TO PREVENT YOU^sRETLlRtl 

920IF fi=28 AND F(7}<)1 THEN LET FI='THE ARMS HOLD VOU FAST'jRETUfiN 

930IF R=45 AND F (401=0 AND D=4 THEN LET Ft="HISSSS!"!RETURN 

940IF R=25 AttD F( 14) tL (16)0-1 m D=3 THEN LET Ft='TDQ STEEP TO CLIHB"; RETURN 

950 IF R=51 AND 0=3 THEN LET Ft="THE DODR IS BARRED! "sRETURN 
AAIT^960IF D>0 THEN IF ftlDt(Dt,D,l) = '0"THEN LET R=R+VAL(«iDt("-10+10+01-0]",D*3-2,3})jLET C=l 

970LET F$='QK' 

9B0IF D<1 OR C=0 THEN LET Ft=«t+"60 THAT KAV 
AA 990IF R=33 AND L<lil=0 THEN LET Lil6)=FNfi(4):LET F(lil=0:LET Ft='THE BEAST RUNS ftMAV!" 
1 000 IF fi<>L(25)0R QOZ5 THEN RETUfiH 
lOlOLET F*="!L£T At="IYQU BOARD THE CRAFT " 
1020IF KiO THEN LET ftl=At+3t 
1030LET At=At+Tt 

IO4OGDSUS2740:GOSUB27iO:G(]SUB27iO 

1050IF KtO THEN LET A$='ITO SERVE DflEGAN FOREVER! ":LET F(H)=i 
iO60IF K>59 THEN LET At="ITHE BOAT SKIHS THE DARK SILENT «ATEfiS"iL£T R=57 
1 070GQSUB2750: GQSUB2760; GOSUB2760 : RETURN 
AA10SOIF((FIG)>0 AND F(D)<9)0R LIO)(>R)AND 0(:=C3 THEN LET Ft="NHflT 'm+"?";RETURN 
1090IF Bt='345005O"THEN LET V=y-B:LE! ):=i-5:L£T Ft="THEV ftfiE CURSED": RETURN 
llOOIF B*='3aiOOIO" THEN G0S{iB1370 
AA1110IF(A=15 f^ND DO20 AND D<>l)0R(ft=29 ftND DOlilOR 0>C3 THEN LET FI=HttCt+" "tUtiRETURN 
1120IF L(0}=R AND (F(0)(1 OR F(a)=9)AND 0<C3 THEN LET L(D)=0!LET A=-l 
1130IF 0=14 AND L(10K>0 THEN LET L(0)=R:LET Ft="IT ESCflPED'sLET A=0 
)1401F 0>C! AND 0<C2 THEN LET F=Ff2!LET A=-l 
1150IF 0>=C2 AND 0<=C3 THEN LET G=6+2!LET ft=-l 
lUOIF 0>C1 AND 0<C3 THEN LET L(0)=-81 

1170IF A=-l THEN LET F«="TAKEN';LET )(=1(+4!LET E=Etl:IF F(D1>1 THEN LET F(D)=0 
1180IF B*<>"246046"DR L(11)=0 THEN RETURN 
1190LET Ft=UliLET L(D)=RjIF FNR(3)<3 THEN RETURN 
1200LET A*="*"+UI+Rt 

1210LET R=43+FNR[i):LET L(14)=l!LET F*=" } Don'tpanid 

12206DSUB2740: RETURN 

123060SUB2770 :LET FI=""!LET At="ltTH£ LOGMEN "+t1l 
1240LET FI41)=0jLET V=y-4!LET J=)(-4 

1250IF R<34 THEN LET flt=At+'THROM YOU IN THE HATER': LET R=32 
I260IF fi>33 THEN LET At=A*+"TIE VOU UP IN A STORERDOH":LET R=51 ! 
1270GDSUe2750:80SUB2760 
12S0F0R 1=3 TO 4 
1290IF L(I)=0 THEN LET L(I)=42 
nOONEIT IjRETUR« 

1310LET At="«TH£ SNAMPMAN TELLS HIS TALE" 
1320G0SUB2740:L£T F{32)=-l;RETUfiN 
1330LET Ft='MEDIAN CAN DISABLE THE EQUtPWENT" 

1340IF L(8)=0 THEN LET Ft=F$+" ftND ftSKS VOU FOR THE PEBBLE YOU CARfiV 
22 1350RETtlRN 
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1340LET F(36)=-(FNRMl+i)!LET f*="fl STORN BREAKS OVERHEftDI'sRETURN 

i370F0R K=l TO 3O56OSUB2770 !PRINT"////LISHTNIN6 FLASHES! "iNEKT K 

13B0LET L(39}=R!LET Y=y-a:LET l(=X-2!REmN 

13901F (0O24 m L(0)>0) OR 0=52 THEN LET F*="VOU DON'T HftVE THE "+«*! RETURN 
A1400PRmT"SIVE THE ";U)" TO tlHDH";: INPUT HI 

MiOlET e=0!6aSUB7i0iL£T N=0;LET D=Q 

142()IF fiOKN) THEN LET FI='THE "+»+" IS NOT HERE':fiETURN 
AA1430IF Bl="10045" AND N=40 THEM LET LIO)=ai;LET F[40)=1;LET Ft="THE SNAKE UNCUSLS" 
AA1440IF BI="2413075"AND N=30 AMD e>l THEN LET F(1I)=0:LET F$="HE OFFERS HIS STAFFMET S=B-l 
DH50LET Bt=LEFTt(Bt,3}:LET FI="IT IS REFUSED' 

HiOIF B*="300"At*D N=42 TKEN LET )(=KMOiLET L(0)=ei 

1470IF flt="120"ftND N=42 THEN LET K=X+10!LET L(0)=9l 
■AA14B0IF BI='40-'AND N=32 THEN LET F(Nt=l:LET L(0)=8l 

ai490IF LEfT*(Bt,2)="aO"AND N=43 THEN LET L (01=81 ;G0StiB15i0 

I500IF L10)=B1 OR (0=24 AND LdlDO AND G>0)THEN LET Ff="IT IS ftCCEPTED' 

IStOIF NMl THEN LET L(0)=5l!L£T Ft='IT IS TAKEN" 

1520RETURN 

1530IF 0=4 AND L(0)=OTHEN LET Lia)=BliLET 1(=M!LET Ft="IT BREAKS I 'iRETUfiN 

1540IF L(Q)=0 AND D(=C1 THEM LET L!D)=R!LET Ft="MNE":LET E=E-1 

1550fiErURN 

1560LET A*="iHE TAKES IT ":1F ROB THEN LET At=At+'RUNS DOHN THE CORRIDOR," 
AAl570G0SUB2740:iET A$='tAND MSTS IT INTO THE CHEMICAL VATS, PURIFYING THEM NITH" 
AAISeOLET A$=At+" ft CLEAR BLUE LIGHT REACHING FAR INTO THE LAKES AND RIVERS BEYOND" 

ISmET FI8)=-l!GOSUfl2750!6DSUB2740:GOSU82760!RETURN 

1600IF LUlOO AND KCl THEN LET l=I+l!SOT01iOO 

1610IF L(I)=0 THEN LET L(I)=R!L£T F(I)=Ci!GtlSUB1540:LET F*="YOU DROP SOMETHING" 

U20RETURN 

1630IF(0<C1 OR 0>C3) AND KtO"???" THEN LET FI=Mt+C*+" "+)tl:LET )l=M:RETltRN^ 

1640LET Ft="yi]U HftVE NO FODD'tIF F>0 THEN LET F=F-l!LET y=V+iO!LET Ft='OK" 

liSOIF D=3TH£N LET X=X-5!L£T Y=Y-2;L£T F*="THEy MAKE YOU VERY ILL!" 

1660RETUfiN 

1670IF D=31 THEN G0SLJB23BDiRETliRN 

liaOIF liO'Vr and 10<21 or 0>C3) then let F*=«*+Ci+" "+Kt!LET lt=M!RETURN 

1S90LET Ft="YOU HAVE NO DRINK"} IF B>0 THEN LET 6=G-l!LET Y=y+7;LET F*='aK" 

1700RETURN 
D17101F LEFT*(Bt,4} = "1600" THEN LET F(0)=-liL£T Ft="IT ALLQNB YOU TO RIDE" 

1720RETURN 

17301F B*="2644044" THEN LET Ft="CHEST OPEN'slET F(61: 

1740IF Bl="295115r THEN LET Ft="THE TRAPDOOR CREAKS" 

1750RETURN 

1760LET Y=y-2!lF B*="3577077'ftND L(91=0THEN LET F(23)=0!l£T L(23)=R 

1770IF V>15 AND V<19 AND (L(9)=0 OR L115)=0) THEN LET Ft="OK* 
AA17B0IF B*=M25815B'OR BI="275B15a"ftND L(15)=0 THEN LET F!12)=0;LET F(27)=0;lET Ft='CRftCK!' 
D1790IF LEFTt(Bt,4)="nO0" AND R=10 THEN G0SUBI9B0 

IBOOIF A=ia AND (0>29 AND 0<34) OR 10)38 AND 0<44) OR 0=U THEN 60SUB1900 

I61DRETURN 

tB20LET y=V-2!LET M-2!lF ft<>L(0)ftND L(0)<>OTHEN RETURN 

1B30IF Q=39 THEN LET Ft="HE LftUSHS DANGERQUSLV" 

1B40IF 0=32 THEN LET Ft="THE SMAMPMAN IS UNMOS/ED" 

1850IF 0=33 THEN LET Ft=Nt+"TDUEH HER!":LET LI3)=Bl 

IB60IF 0=41 THEN LET Ft="THEy THINK THAT'S FUNNY!" 

ia70IF R=46 THEN SQSUB1200 



=9!L£T F[5)=9!LET F(15) 
:LET FI29)=0!LET K=Xt3 




D18B0IF LEFT*(B*,4)=°1400"fltfD R=Lt3?)THEN S0SUB1980 

ia90LET Y=V-a!LET )(=J-5;RETURN 

1900IF L('?)>0 THEN RETURN 

1910LET V=y-12!LET )[=MO;LET F*="™T WOULD BE UNWISE!" 

1920IF R<)L(0! THEK RETURN 

t930LET F(W)=l!LET fil="tTHUNDER SPLITS THE SKY! MET Ft="" 

t940L£T flt=ftl+"IT IS THE TRIUMPHANT VOICE OF DMEi5ftN."!SOSUB2740 

I950LET At="«WELL DONE ALPHflN! THE MEANS BECOHE THE END.*." 

1960LET flt=ftt+"I CLftlH VOU ftS MV OWN! Hft HA HAH!":S0SUB2750 

t970G0SUB2760!L£T K^OsLET L=0!L£T V^Oi RETURN 
ni9B0G0SUB!770 :0H 0-10 60SUB2010, 2060, 2040,2060 

1990LET 1(=X+10;LET L(D)=81:LET f {0)=-l!E0SUB720:S0SUB2760!60SUfl27i0 

2000RETURN 

2010LET At="IIT SHATTERS RELEflSINB A DftZILING RftlNBDli OF COLGURS!' 

2020IF L(2K>R THEN RETURN 

2030LET A*=AI+"THE EGG HATCHES INTO ft BABY DAKTYL "+0* 

2040LET L(39)=8l!LET L(2)=8l!LET F(2)=-l!LET Y=V+40 

2050RETURN 

2060IF U13}<>R THEN RETURN 

2070LET flt="*TH£ COAL BURNS WITH A KARH RED FLAME™ :L£T F(13)=-l 
LA2080IF R=10 AND R=L139)THEM LET At=ftt+" WHICH DISSOLVES OMESAN'S CLQAK'sLET Y=y+20 

2090RETURN 

2100IF R051 OR F!291>0TK£N LET Ft=Wt+Ct+' HERE';LET t=Ul 

ZnOLET )(=X-i:L£T R=FNR(5}:SOS[JB2770 :PftINT"3WIHflIN6 IN THE POISONOUS WATERS" i You're half way 

2120LET J=OiLET Bt=""!LET F*="YOU SURFACE" !PRINT"VDyR STRENSTH = ";INTIY1 f through. 

2130F0R 1=1 TO fi 

2140IF V<15 THEN PfiINT"yDU ARE VERY WEAK" 
D2150PRINT"WHICH HAV'iilNPUT (tsLET K*=LEFT*(Kt,l)!LET B*=6M(t:NEXT I 

21i0FOR I=1T0 fi 
D2170LET V=F«SlI)-3!lF MIDt(B*,E,l)="N" THEN LET J=J+1 

2iaONEKT I:IF R/2>J AND V>1 THEN GOTO 2110 

Z190!F y<2 THEN LET F*="YQU SOT LOST AND DROWNED" 

2:00L£T R=30+FNR(3):RETURH 

2210IF F(3i)>-1 THEN RETURti 

2220GOSyB2770 : PR INT' YOU CAN RUN TO SHELTER IN; *; PRINT" 1) BRANDPA'S SHACK" 
^A2230PRINT"2) CAVE OF SNELM"!PRINT"3) LOG CABIN":PRINT"CHQaSE FROtI 1-3'! INPUT fl* 
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■,VAL(At), in-2l!LET F(22)=-R 
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n2240IF At>"0"AND A$<"4"THEN LET R=ftSC(NIDt('A 

2250PRINT"V0U RUN BLINDLY THROUGH THE STOfiM"iL£T FJ=''yQU REACfTSHELTER" 

22tOG0SUB2760! RETURN 

2270IF B*='3075075"OR B*="337107r'THEN LET Fi='HD« WILL YDU DD THAT" 
kA22aOIF Bt="3;7l07t'' AND A=28 THEN LET F(3)=fl!LET F$="SHE NODS SLQWLY'jLET M+5 

!290RETtJRN 

2300LET Ft="EKfiHINE THE BOOK FOR CLUES" 
□ 2310IF LEFTI(BI,3)='400"THEN LET F*=Lt 

2320RETURN 

2330IF B*="4004r THEN LET Fl41=-l!LET Ft="FILL£D" 

2340RETURN 

2350LET Ft=l(*:IF ]tt=Ht AND R=47 AND F(B1=0TH£N LET F(44) = l!L£T FI=JI 

2360IF Xi<m OR R<>L(42) OR L{3)<ai OR L112K31 THEN RETURN 

2370LET Ft="H£ EftTS THE FLOWERS- AND CHftNGES"!LET FI42l=l!LET F(43)=0!RETUftN 

2380IF F(4)+L(4)<>-1 THEN LET Ft=°YQU DON'T HAVE "tXiiRETURN 
LA2390G0SUB2770 iPRINT"yOU TftSTE A DROP AND..":SOSUB2760:LET FI='»DUCH!"!LET Y=V-4iLET K=^7 
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2400GSSUB2770iFOR 1=1 TG flBS(F(i4n+3 
2410LET L=L-l!lF V<100 OR -R=F(22) THEN LET M+1 
2420PRI«T"TII1E PASSES" !GQSUB2760 
2430NE1(T I 

2440IF DlOO DR F(34K1 THEN LET 1(=)(+2:LET F(JiJ=l 
2450IF ft=37 OR ft=I6 THEN LET ft='OK" 
2460RET1}RN 

2470IF R=L(25)TH£N LET F*="THE BOflTMflN MftVES BACt(™ 
a2480IF L£FTt(6*,3)="700*TH£K LET F(7t = l!LET Ff^NtsLET l=M 

2490RET1JRN 
D2500LET Ft="fl-DUB-OUB"!lF LEFT*1B*,4)<>'ZB15"THEN RETURN 
2510IF FI0)=1 THEN LET F{OI=0:LET Ft=Kt:fiETUfiN 
2520IF L(5I=0 THEN LET F(B1=0!B0SUBI0B0jLET FI='THE STONE iJTTERS 
2530RETURN 

2540G0SUfl2770 sPRINT" INFO - ITENE CftRfiIED'!60SUB2780 
• 2550PRINT St)TflB(O)}" FOQD=";F5TAB(2;irDRINK=";S!PRINT GtjiLET Ft='Or 
25tOF0R 1=1 TD C4 

2570REftD V*!lF L(I)=0 THEN PRINT V* 
2580NE1!T I 

2590PRINTBt;!BOSUB2730;RETUfiN 
2600LET Ct='LOflIl'!lF A=41 THE« LET Ct="SAVE" 
261<}PRINT"PREPftRE TD '■;CI:GDSUB2730 
*n»«2620IF ft=40 THEN OPEN l,l,0,*ISDflTfl' 
♦n»B2630IF fl=41 THEN OPEN 1,1,1,'ISDftTfl' 

AA2640IF fl=41 THEN LET F(50)=R:LET Ft4?)=Y!LET F(4B)=K:LET Ft47)=FjLET F(4i)=6!LET FI45)=L 
a265OF0R 1=1 TO H 
«a*B2&iOIF A=40 THEN INPUTtl,L(I)![NPUTtl,F(I! 
^ammiiMf Ml then PR!NTtl,L(II:PRINTtl,F(I] 

a2680NEn I 
^D«B2690CL0SE 1 

AA2700IF ft=40 THEN LET R=F(50)!LET V=F[4?)!LET )1=F(4B)!LET F=F(47t!LET 6=F(44hLET L=F(45) 
2710LET Ft="OK":RETURN 

2720LET F(«)=-lrLET Ft="YOU RELINQUISH YOUR SUEST.VLET L=l:RETURN 
2730 i NPUT'PHESS RETURN' i fill RETURN 
2740GDSUBZ770 

2750G0SUB7Z0iG0SUB2740: RETURN 
D»BAA27iOFOR D=l TO ZOOOjNEXT Ds RETURN 
•AA2770CLSiR£TURN 
•■AA2790RESTDRE LR+SIO 
2790RETURN 

2a00LET flS='*THE WORLD LIVES HETH NE« H0P£!'':S0SlJB275O 
2aiOLET F*="YOUR QUEST IS OVER'iRETURN 
2820PR[NT"[NITIflLISINB' 
n»»AA2a30L£T iR=28i0jLET i=39!LET Z=INT(I«.a) 
2840LET U=42!LET «=5l!LET C4=43 
DZaaODIfl I*(7) 
D2B60DIH L(52),F(521 
2B70DflTft''4THE FURTHEST DEPTHS OF THE FORESTlOOl" 
2BaODfiTfl"4THE DEPTHS OF THE MUTANT FORESTIOOO" 
2B90DATA"7fl PATH OUT OF THE OVERGROWN DEPTHSIOOO" 
2?0ODATA"6ft CARNIVOROUS TREEIOOO" 
2910DATA"4A CORRAL BENEATH Tf*£ CRIMSON CftNyONUlO" 
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2920MTft'7THE TOP OF fl STEEP CLIFFIOU" 

2930DflTft"4THE MARSH FflCTORVlOOl' 

2940DflTfi"4THE SLtJDGE FERHENTflTION VftTSlllO" 

2?50DfiIfl'7THE OPPERftOST BflTTLEPIENTSlOOl' 

29iODfiTA'40M£SAN'S SANCTUM U 10" 

2970DATft"4StlELM'S LftlROOOl" 

2930DftTA'2A DARK CAVEOOOO" 

299()DATA'i BROKEN BRftNCHESOtOO" 

3000DATA'lfl THICKET OF fllTINO BUSHESOOOO" 

3010!)fiTA"lA HUGE SLASSY STONEUIO" 

3020DATfl'7THE EBGE OF CRUISON CANYONOOll" 

3030DfiTA"4THE CLONE FfiCTDRYOlOr 

3040DATA"4fl COfiftiDOfi OF CLOSE STORASE CASKS 1100" 

3050DATA"7ECGE OF THE HELLOOOO' 

30iODflTA"4THE ROOM OF SECRET VISIONSIUO" 

3070[)ATfiMSMELM'S INNER CHAMBERClir 

30B0DATA'3THE SOUTHERN EDGE OF THE FQRESTOlOl" 

3090DflTA'7A LEAFY PATHLOOO" 

3100DATA"3A FORK IN THE PATHOIOO* 

3110DATA'7AN APPARENTLY UNCLIMBABLE RQCKV PATHUOO' 

3t20flATfl'7A LEDGE ATOP THE CRINSQN CANVaNOOlO" 

3130DftTA"4A TALL ENTRANCE CHAMBERllOr 

3140DATA'4A LOW PASSAGE WITH ARKS REACHING FROM THE KALLSIOIO' 

3150DATA"7THE APPROACH TO THE MELL OF DESPftlROOOl" 

31iODATA"4A DIM CORRIDOR DEEP IN THE CASTLEIOIO" 

3170DATA"4THE STAGNANT HATERS OF THE CRAWLING CREEKlOOl' 

31S0DATA"4A SHALLOW POOL OFF THE CREEKUOO" 

3t90DATA"7A LOG PIER, JUTTING OUT OVER THE CREEKOOOO" 

3200DATA'4A STRETCH OF FEATURELESS DUNESLIOO" 

3210DATA'1A GROUP OF TALL TREESIOIO" 

3220DATfl"7A NARROW LEDSE AT THE SUMHET OF THE CANYONOOll" 

3230DATA"2A NDNSTEfiOUS PORTAL IN THE CASTLE WALLOOll" 

3240DATA"4A CHAMBER INCHES DEEP WITH DUSTOOOl" 

3250DATA"4HERE1111" 

32iOEATft'2A CARVED ARCHWAYOOIO" 

3270DATft"4A SMALL HUT IN THE LOG SETTLEttENTOlU" 

3230DfiTA'lA HUGE SPLIT-LQG TABLElOOl' 

3290DATA"4THE PORCH OF THE LOGMEN'S CABINOllO" 

3300DATA'4GRANDPA'S SHACKllOl" 

33100ATA"3A CLEARING IN THE TREES BY A RICKETY SHflCKOOlO" 

3320DATA"4THE NEST OF A HUGE DACTVLOlll" 

3330DATA"iTHE CASTLE DF DARK SECRETS BY TNQ HUGE STONESOOll" 

3340DATA'4A ROOM LITTERED WITH BONESOIU' 

3350DATA"4THE CELL OF WHISPERED SECRETSOUT 

3360DATA'4THE LIBRARY OF WRITTEN SECRETSOllI" 

3370DATA"4A REFUSE STREWN STOREROOMllU" 

3380DATA'4THE LQGMEH'S HALLOOOO" 

3390DATA"5A LOG BUILDINGIOOO" 

3400DATA'7A RUTTED HILLSIDEIIOO" 

3410DATA"7A WINDSWEPT PLAIN AMONGST STONE HEGALITHSOIOO" 

3420DATA'7THE STEPS OF AN ANCIENT PVRAHIDiOH)' 

3430DATA™7THE ISLAND OF SECRETSOllI' 
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3440DflTfl'!fl BROKEN MARBLE COLUMNlOOl" 

3450DflTft"7fiN EKPflNSE OF CRACKED, BAKED EflRTHllOO" 

3460DArA"4A DESERTED ftDOBE HUTIOLO" 

3470DATft'4A LIVID GROWTH DF NfiD ORCHiDSIOU" 

3480DATA'4A CORNER STREiiN KITH BROKEN CHAIRSOIU' 

3490DftTA"7TH£ BRIDSE NEAR TO A LOO SETTLEHENTOOU" 

3500DATfl'lft CRUMBLING NftSS OF PETRIFIED TREESIOH' 

3510DflTA"3THE EDGE OF THE PVRAHIDllOi" 

3520DATfl"7THE ROOF OF THE ANCIENT PYRAMIDOIOO" 

3530DftTfl"3A« IflPASSABLE SPLIT IN THE PVRflttlDlllO" 

3540DATfi'7A BARREN BLASTED NASTELANDOOOl' 

3550DATft'4AN EXPANSE DF BLEAK, BURNT LANDllOO" 

JSiOQATA'SA DELAPIDATED ADOBE HLTOllO" 

3570DATA"ATHE HEART OF THE LILIESOlOl" 

3580DATfi'4TH£ MIDST OF THE LILIESUOO" 

3590DATfl"3A RIVER'S EDGE BV ft LOG BRIDSEOIOO" 

3400DftTA'3A PETRIFIED VILLAGE BV A RIVER CROWDED WITH LILIESOIOO" 

3filODATA"4TH£ REMAINS QF A VILLAGEllOO' 

3i20DflTA"3THE ENTRANCE TO A PETRIFIED VILLAGEllOO" 

3i30DftTA"4A SWAMP HATTED NITH FIBROtiS ROOTSllOO" 

3640DATft'2fi VILLAGE DF HOLLOW STUMPS DEFVINS THE SWAMPOIOO" 

3650DATA"4ft TUNNEL INTO ONE DF THE TREE STUMPSllOO" 

3iiODflTA'4A HOLLOW CHftNBER MANY METRES IN DIAMETERlllO" 

3670DATft"A SHINY APPLE" 

3480DflTA"A FOSSILISED EGG" 

3490DflTA"A LILY FLOWER" 

3700DftTfl°fi»J EARTHENWARE JUG" 

3710DftTA"fi DIRTY OLD RAG" 

3720DATft'A RAGGED PAfiCHHENT" 

3730DATA''A FLICKERING TOfiCH" 

3740DATA"A GLISTENING PEBBLE' 

3750DATft"A WOODMAN'S AXE" 

3760DftTA"A COIL OF ROPE" 

3770DATA"A RiiSGED STAFF' 

3780DATfl'fl CHIP OF MARBLE" 

3790DflTfl"fi POLISHED COAL" 

3800DATA'A PIECE OF FLINT" 

36I0DATA"A GEOLOGIST'S HAHMER" 

3820DATA"A MILD CftNYON BEAST" 

3830DflTA"fi GRAIN LOAF" 

3B40DftTfl'A JUICY MELON" 

3B50DftTA"SD«E BISCUITS' 

38iODATft'A GROWTH OF MUSHROOMS" 

3B70DftTA"ft BOTTLE OF WATER" 

3880DATft"A FLAGON OF WINE" 

3890DATA"A FLOWING SAP" 

3900DATA"A SPARKLING FRESHWATER SPRING" 

39I0DATft"THE BOATMAN" 

3920DATA"A STRAPPED OAK CHEST" 

3930DATA"fl FRACTURE IN THE COLUMN" 

3940DATA"ft MOUTH-LIKE OPENING* 

3950DflTA"ftW OPEN TRAPDOOR" 
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3940DftTfl"fl PARCHED, DESSICftTED VlLlfiGEfi" 

3?70DATft"fi STILL OF BUBBLING GREEN LIQUOR" 

39SflDftTS'fl rOUGH SKINNED SWAMPtlftN" 

3?90DflTft"IHE SftSE OF THE LILIES' 

4000DftTfi"WALL AFTER WALL OF EVIL BOOKS" 

4010Dflrfl"A NUMBER OF SOFTER ROOTS" 

4020DfiTA"FIEftCE LIVING STORM THAT FOLLOWS YOU" 

4030DflTft"MALEV0LENT WRAITHS WHO PUSH YOU TOWARD THE WELL 

4040DftTA"HIS DREADED CLOAK OF ENTIiOPV" 

4050DATA"D«EGAN THE EVIL ONE" 

4060DATfl''Afl IHttENSE SNAKE WOUND AROUND THE HUT" 

4O70DATA"ft GROUP OF ftSGRESSIVE LOGMEN" 

4Cl80DATfl"TH£ ANCIENT SCAVENGER", "MEDIAN" 

4O?0GOSUB278i} 
p4100DATA"By", "FACING", "AT", "IN", "OUTSIDE", "BENEATH", "DN" 
•■AA4n0REST0RE LR^1230 

4120FOR I = i TO 7;R£AD ItlDsNEXT I 

A130LET fi=23!LET B=BtLET L=1000:LET E=0 

4140LET C1=16:LET C2=21:LET C3=24:LET F=2!L£T 6=2 

4150t.ET F=2!LET G=2 

4160LET YMOOiLET X=35 
^•4170LET Ht="M%IL5f/U"kZpcLXLJ\5LJ(s-ALI/SkIn9Rii73»»fUFF 

4180LET Qt='9010n9100n091(J9i)00901000in000000100000010000000000" 
nBAA4190LET 6*=' - " 

4200LET Ft="LET YOUR QUEST BEGIN" 

421ULEI K$="REFLEL!ilJNS Silk MIIHIN" 

4220LET L*="REHEMBER ALftDDiN IT WORKED FDR HItl" 

4230LET Mt="DECIDE TO HAVE A LITTLE FUN AND " 

4240LET N*="THE TORCH BRIGHTENS" 

4250LET U*="YOti ANGER THE BIRD' 

42iOLET Wt="yOU CAN'T " 

4Z70LET Pt="REHEMBER OLD TlflES" 

4280LET Rt=" WHICH FLIES YOU TO A REMOTE PLACE" 

4290LET St="FALLING UNDER THE SPELL DF THE BOftTMAN " 

4310LET TI=°AND ARE TAKEN TO THE ISLftND OF SECRETS" 

4320LET JI="THE STONES ARE FIKED" 

4330LET 0*="WHICH TAKES OttEGAN IN ITS CLAWS AND FLIES AWAY" 
AA4340LET yt="N??S??E?^H'''?GO?BETTftKGIVDROLEAEftTDRlRIDOPEPiCCHOCHETAPBREFIGSTRATT" 

435CiLEr VI=Vt+"HITKILS«ISH£HELSCREATRUBP0Lfi£AE)[fiFIL3AYWflIRESHAVINFXL0l!SAQUI' 

4360LET ZI=''APPEEBFL[JJUGRft6PART0RPEBft)(ERDPSTACHlC0ftFLIHAMCftNLDftMELBlSMUS" 

4370LET ZtsZI+'BOTNINSflPWATBOACHECOLSTOTRAVILLIBSWASAGBDOROOASAWRACLOOMESNA" 

4380LET ZI=II+"LOGSCAMEDNDRSDll£ASW£SUP?DQWIN?OUT???' 

4390F0R 1=1 TO N+l 
nf 4400LET L(n=ASC[MIDHHI,I,n)-32:LET F(I)=ASC{l1IDI(Qt,I,lll-4S 

4410N£1(T I -^ 

4420LET Ht="STONY WORDS" 
n«4430D£F FNR(n=INTiRNDni*nti 
D«BAA4440DEF FNP1Z)=P0S 

4450DEF FNS(I)=Y-IE/C4+.n 
•446ORETURN 

2g a»«AA 






Conversion lines 



Commodore 64 A 

Leave out the LETs in linfis 440, 500 
%0, W, iOSO, 1110, 1430, 1440, 1570, 
1580, 1780, 2080, 22B0, 2390, 2440, 
2700, 4340 

Leave out the spaces (except nhere 
aarked in qjctes in the text) in linei 
440, 9iO, 1110, 1440, 2230, 2390 

eg. 1440IFBt="2413075™flNDN=30flNDB)lTHENF(n)=0!F*="HE OFFERS HIS STftFF";G=E-l 

In line 4170, use SHIFT and the letter 
to get iQNer case letters, 

Replace \ with pound sip, 

330 GOSUB 4500 

650 RESTORE 

660 FOR 1=1 TO D:ReflD AJiNEKT I 

670 Leave out this tine 

1480 IF flt='40'' AND F(4)<0 AND N=32 THEN LET F(«)=l!LET L(01=81 
2760 FOR D=l TO 900sNEKT DiRETURN 
2770 PRINT CttfiS (1471: RETURN 
2780 RESTOREtFOft 1=1 TO aOiREAD TPtsNEXT I 
2B30 LET 1=31 
4110 FDR 1 = 1 TO 43;fiEfiD TPtsNEU I 

4190 LET Gt=' - ■ 

4405 IF Hn>127 THEN LET L)I)=L(I)-96 

4440 DEF FNP(Z)=P0S10) 

4500 B$=STRt (0) +STRt (L (0) l+STfit IF (0) ) +STRt (R) 

4510 Bt=STRIiVftLiB*ll:Bt=RISHTtfB*,L£N[Bt)-l) 

4520 RETURN 

Vic 20 A 

Use C64 cDfiversion lines plus the lines listed tieloH. 

50 PRINT EI;TfiB(0) "STRENGTH = "; INT (V); PRINT "WISDDN = "jXiPRINT Gi 
1400 PRINT "GI\/E THE ■';)(*;" TQ MHOft'iINPUT U 
2830 LET Z=14 
4190 LET 6*=" — — ■ 

BBC and Electron^ 

2620IF A=40 THEN FL=OPENIN 'ISDflTfl" 
2630 IF fl=41 THEN FL=DP£NOUT "ISDflTfl" 
2660IF fl=40 THEN INpyTIFL,LlI).F(I) 
2670IF ft=41 THEN PRINTIFL.Ldl.FtI) 
2690CL0SEItFL 
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Spectrum n 50 PRINT St;TflB(0)i"STRENBTH = ";INT(V);TAB(1B);"WISD0N = ";K:PRINT G* \ 

55 LET LI=VflL(«(l)) * 

hO PRINT 'YOU ftRE ";1HL1)[ TO HILI));' "jiGDSUB 720:LET N=0 

liO INPUT £t;PRINT ' "|Et 

180 FDR 1=1 TO LI-1 

190 IF Et(I)=" " m it="' THEN LET D$=E»(TO I-l) 

200 IF £t(I+l)<>" " AND «>'" THEN LET )(*=Et([+l TO IjLET I=LI-1 

250 IF Ct( TO 3)=Vtt3»(I-l)+l TO 3*(M)+3) THEN LET ft=I 

340 GOSUB G(ft) 

5S0 STOP 

590-630 Leave out ttiese lines 

iaO LET Dt=AtlLEN(fl*)-3 TO IsLET flt=flt(TO LEN(fl*}-4) 

690 IF R=39 THE« LET RD=FNR(5):LET Dt='10iU0100"(fiD TO RD+3) 

720 FOR 1=2 TO LENIflDsLET E*=ft*{Il 

730 PRINT EtpIF E*=" ' AND PEEK1236SaKI THEN PRINT 

730 IF IK TO J)=!t(3«(I-l) + l TO 3»(M)+3) THEN LET 0=1 

955 IF D=5 THEN GOTO 970 

940 IF D>0 THEN IF Dt(D}="0" THEN LET R=R+VftLr-10+10+01-Or(D*3-2 TO D»31)!LET C=l 
M50 LET flt=8t( TO 31:LET Ft="lT IS REFUSED" 
1490 IF BJ( TO 21="S0" AND N=43 THEN LET L(0)=8i!GQSUB 15iO 
1710 IF Bt( TO 4) = "Ii00*' THEN LET F(0)=-t;L£T Ft="IT fllLOHS VOU TO RIDE" 
1790 IF Btl TO 4)="1100" ftND R=10 THEN SQSUB 1980 
1880 IF Btl TO 41 ="1400" AND R=L(391 THEN SQSUB 1980 
1980 EQStlB 2770!GOSUB 2010«l(0-10)=l)t2060»l(D-10)>n 
2150 PRINT "WHICH MAY "jilNPUT I*:PRINT X«:LET l(t=Kt(n:LET B*=B*+)[t!NEn I 
2170 LET Y=FNS£Z)-3;IF 6t(I)="ff' THEN LET J=J+1 

2240 IF flt>"0" AND At<"4" THEN LET R=CODE("A >"(VflLI«l))l-2l!LET F(22)='-R 
2310 IF Bt( TO 3) ="600" THEN LET Ft=Lt 
2480 IF Bl( TO 31=''700" THEN LET F171=l!LET Ft=Nt!LET UUB 
2500 LET Fl=°ft-01JB-DUB";IF Bit TO 4K>"2ei5" THEN RETURN 
2620 REN 
2630 REN 
2650 REM 

2660 IF MO THEN LOAD "ISDATA" DATA LOsLOAD "ISDATA" DATft F(l 
2670 IF A=41 THEN SAVE "ISDATA" DftTA LIhSflVE "ISDflTA" DATA FO 
2680 REN 
2690 REM 

2760 FOR D=l TO 70! NEXT DsRETURN 
2830 LET LR=2860iLET Z=8 
2850 Din lt(7,7) 

2860 DIM L(52)!D[M F(52t;DIM H(7)!D1M 6(431 
4105 DATA 2,6,2,2,7,7,2 
4125 FOR 1=1 TO 7:READ KlDiNEn I 

4190 LET 6*="- " 

4400 LET L{Il=C0DE(Ht(I))-32:LET F(I(=C2DE(Q*(I)l-4e 
4430 DEF FNR(n = INT(RNDtZ+l) 
4440 FDR 1=1 TO 43:READ G(I):NE1(T I 
4470 DATA 810,810,810,810,810,1080,1080,1390,1530 
4480 DftTA 1540,1630,1670,1710,1730,1080,1760,1760,1760,1760 
4490 DATA 1820,1820,1820,1820,1910,2100,2210,2270,2270,1080 
4500 DATA 2500,2500,2300,2300,2330,2350,2400,2400,2470,2540 
30 4S10 DATA 2t00, 2400, 2720, 640 
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TR5 SO ■ 

Line 4170 - use SHIFT / to get reverse letters and use these insteid of lotter case. 
Td get \ use SHIFT / CLEftR 
5 CLEAR 1000 
50 PRINT 6*;TftB(0)i "STRENGTH = ■ii«T[¥)jTfiB(ia);"«ISDDI1 = ";K!PRINT G$ 

330 G05US 4500 

t50 RESTORE 

660 FOR 1=1 TD i):READ AtiNEXT ! 

670 Leave out this line 

1480 IF Bl='40" m F(4)<0 AND N=32 THEN LET F(N}=l!LET L[D)=81 
2620 IF ft=40 THEN OPEN "I",l-l,"ISDftTfl" 
2630 IF fl=41 THEN OPEH "0%1-1/ISDATfi' 
26i0 IF A=40 THEN INPUTt-l,L(I),F(n 
2670 IF fl=41 THEN PfiINTI-I,L(I) ,F(I) 
2690 CLQSEi-l 

2760 FDR D=! TO 900:NE1(T DsRETURN 
2780 RESTORE! FOR 1=1 TO 80! READ TPtsNEKT I 
2830 LET 1=24 
4110 FOR 1=1 TO 43:READ TPtiNEKT I 

4IM LET G$=" " 

4430 DEF FNR(n = INT(RND(OI«2+ll 

4440 DEF FHP(Z)=POS10) 

4500 LET Bt=STRt(0)+STRt(L(0))+STHIiF(0))tSTR*(R} 

4510 LET Bt=3TRt(miBt))!L£T BI=RISHTt(Bt,LEN(B*)-l) 

4520 RETURN 

Apple • 

40 GOSUB 650:6QSUB 2770!PRINT "ISLfttiD OF SECRETS'iPRINT "TIHE RENfilNINGi'iL 
50 PfiINT GtiTflB(l);°STRENSTH = •;INT(y);TAB(231;'ittSDOI1 = "jhPRINT Gl 

650 RESTORE 

660 FOR 1=1 TO D;fiEAD fl*;NEKT I 

670 Leave out this line 

2550 PRINT GfiTABn);"FDQD=';F;TAB(Z31|'DRI«K=";G!PfiINT G*;:LET Ft='Dr 
2620 IF fl=40 THEN PRINT FLtj'OPEN ISDATA'sPRINT Fit; "READ ISDATA' 
2630 IF A=41 THEN PRINT Fit; "OPEN ISDATA'iPfilNT FUrWRITE ISDATA' 
2640 IF A=40 THEN INPUT LdhlNPUT F(I) 
2670 IF A=41 THEN PRINT L(I>! PRINT F(I) 
2690 PRINT FLti'CLQSE ISDATA" 
2760 FOR D=l TO ?00:NEXT DiRETliRN 
2770 HOMEiRETURN 

2780 RESTORE: FOR 1=1 TO 80! READ TPIjNEXT I 
2030 LET 1=31 

4110 FDR 1=1 TO 43!READ TPl!N£KT I 
4170 Leave out this line 
4400 READ L(I)!L£T F(n=ASC(niDt(8l,I,l))-4B 
4440 DEF FNP(Z)=POS(0) 
4455 FLt=CHfi*(4) 

4470 DATA 45,46,71,41,44,21,27,15,53,62,75,58,30,67,44,5,44,42,60,21,44,42,77 
4480 DATA 13,33,44,58,15,51,75,41,78,71,50,77,23,19,10,10,45,42,38,33,0,0 
4490 DATA 0,0,0,0,0,0,0,0 31 
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Clues 



Don't look at this page unless you are 
really stuck. It contains clues to some of 
the puzzles in Island of Secrets. If you are 
stilt completely stuck after studying these 
carefully, write to the address below, 
enclosing a stamped addressed envelope, 
and you will be f>ent some further clues. 
Mark your envelope ISLAND OF 
SECRETS. 

If the program does not work or you get 
error messages, check each line very 
carefully for mistakes, using the checklist 
on debugging on page 19. If you still have 
problems, send a copy on cassette to the 
address below stating what computer you 
are using and what the problem is. Mark 
the envelope ISLAND OF SECRETS and 
enclose stamps for return postage. 

Here is a list of words tKe computer 
understands. 

TA3 3VA3J SOHQ 3VI0 GO 3HAT T30 

qiHD qoHD HDiq i/iaqo aam Hv\ma 
HDATTA amms thoh )^AaHa sat 

SJ3H n3TJ3He MIW2 JJIH TIH 

aA3fl Haijoq aua hdtad H^^f^H^^ 

3VAW T83H TIAW YAB JJR 3MIMAX3 

OUL efl3WOJ3 003 3JSSATIU0 03WI 

3Jaa3"? HDHOT TH3MHDHAS OAH 

THU3 JA03 nATe 3^03 3XA 

^AOJ T8A3aMOYl4A0 fl3MMAH 

awooHiieuM eTiu3eia noi3M 

Te3H3 TAOa SA2 3MIW H3TAW 

HOOaSAflT3HOTe MMUJ03 

30Ae MAMSMAWe flOUpIJ H30AJJ1V 

HAOJO eHTIAHW aTOOH 8X003 

H3M0OJ 3>iAHa 1/1A03M0 

HTU08 HTflOU HAIOHM fl30H3VA3e 

Tuo Ml nwoa qu Taaw T8A3 



Snelm's inner chamber 

uoY .arsH insmdoteq \o qeioe aril saitol'I 

123 ri 3 e'lsrilsfbnsTg bansqo sverl ol bssn 

!9ub fi 9d teum tl .i\ bssi ot 



Dactyl's nest 

.suoiisa 9ifi uo^ Jfirit iooiq ebssn l^lseQ 
.jaiil 9QBllt(/ b9iliil9q sdl liaiV 

The "unclimbable" path 

jl Bqsrirsl .srsd qu dmib ns3 fefi^d sriT 

ol gnidlsmoa bssn lliw uoY .uo\j s^let Ili\w 

.rlguoHl riliw li HdIgs 

The logmen's settlement 

BA&i lliuu \j9ril ,uov liDiBD nsmQo! aHlK 

jJDfid marit tsg obd uoY .uo^ moif egnirij 

.sIdBl got filqa sdt no >IooJ .rigLroHl 

The lilies 

gdl luodfi gntdlsmoe ob bluoo uoy aqsriisq 

-yiomsm svsd aiswoR sriT .riDti a'sBsS 

.nB3 uo\j fi smoa sjJet oa aisvwoq gnholasi 

Omegan's sanctum 

qbd \;sm ll .roolf aril is ilool boog 6 dilsT 

svbH oJ bssn uoY .ob ol leriw luo jIiow uoy 

ad ol isuuoqfo zlosido svtl lie bnuof 

.lij)sa93Diia 

The Scavenger 

nsavjisd noitasnnoD aaob \fi9v 6 a'sisriT 

guild o) yil bluo3 uoY .nsibsM bne mid 

hnfiagnidl owl mid 9710 -vnomsm aid ;l3fid 

.ool gnidlsmoK \^fia 

The Speaking Stone 

fi gnit^l qssH .9't9d luf9au sd Iliw gsr A 
.smil laiif BnaqqBd dsum gniHlon 

Marble column 

B qid3 .i^iomsm e'nBibsM got idgim airiT 

.9sa bnfi flo lid 

The Pyramid 

.9i9d qu Inillfo 939iq e a'srsHT 

The blue wood stumps 

fi b99n H'uoy lud ,9i9d gntdlamoa a'sigriT 
.It l9g ol n&mqrn&wa 9dl Tof iftg 
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The first two books in this series mark the beginning of a completely 

new kind of adventure game. They each contain an exciting adventure 

program for you to type into your computer. As you play the game on 

Uie computer, the imaginary world of the game is vividly recreated in 

colorful pictures in the book and you can find clues hidden in the 

pictures to help you. 
An adventure game takes you into a different world where you have to 

pit your wits against magical forces, evil creatures and powerful 

tyrants. The books give thorough instructions on how to play and hints 

on what to do if you get stuck. 

The programs are written in a standard BASIC and there are 

conversions listed to make them suitable for the Commodore 64, 

expanded VIC 20, TRS-80 Color Computer (32K) and Apple n. 
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